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lz^(r>-'mXli±Mii^m^j:^X\>^X . ^-mxii^mti^ 

miy-^mm^x-mmcomwrn.^ >ohot^. ^ 
[ff^^as] fi*]iij!jM2<7)i^-rix*Hc*3v^-c. 

.r i: J; 0 ffiJSIf $r-^x >! i: SrItESi: -r-i. v-i-f- ■< 

umm4'i m^mi~-3<r>\,^-m*Hzm^x. 

Cit*3S6] m^ml^5<7)\,^■ri^i,Hzi5\,^X. 

mm<r>y'i'-^<7)^tL^'ixizicim^-^tx . miy-M,m 

y-j^mm±i'zm^s^tix^'^hmm(^i3.^\ m:fjcom^ 
i,z^co-sixii±mm^ ->x\>^x. S5^mxii±m< 



[M*5a9] n^7jbm8(r)\^-mMzi3\^x. 

zbizx'o-0imn^^x.^zbi:nmt^^mn:)jm. 
[ ii^JB 1 0 ] msm 7 - 9 V ^-f V , 
mMimL(oi^m<^^ti^ti<7)^mjmi:nMmiz^x. s 

[ fS^S 1 1 3 l**JS 7 ~ 1 0 iOV ^-fii^Hc: Jd V . 

I imm 1 2 3 tijRia 7 ~ 1 1 co\,^-rixMzt3\ -^x . 

m^<r>y'u-^^^ix^'tii,zMSti^-tX . fJie^-^ffi 
[000 1] 

b txmffji:ndi^si.~^^yi^y-j^mm.izmt?>, 

[0002 ] 

[WdtS»j&t/^Hfl*«^tJ;3 fc-r-g-iSSI] t^J; 

\nii:>ithi.o\iZti:'^X\^h. -eLT, C:ix^<?^S(i^{ia 

tzif->X. mm-TV—^X'Z(r>^'>ts:l^=.~'fAV'!^ 
y-u^^'fi^ob, ^yu-^limHzmA^imt^ 

[0003] B!ia^L/>:ts!*Oi^A-f--f v^^y-Asa 
9m<r>W^^<mmi:^t?>ZblzX*}^'pmt: 

:itnzmtx^mmzw\ o i^titzn^jz 

[ 0 0 0 4 ] WIC, 1 Ill<7)5t£l<)T- 1 OtO^W Lt^i^jL- 
f^yyx'^-^x^^tzib^ >'<Ux-v-3y*^^L<, 

[0005] ^%mi.. Z<r>X 0 ^^Mzm^X^j:^tlfz 

mm-ttzbizh^. 

[0006] 
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[0007] tfzif^mcoi^ -f yyy-2>mw. 
[0008] ttzi^mmi^ ^-7- ^ yyy-j^mw. 

^t a i i: t:: J; 0^fi!c$S^-^i. -i. i t Sr#mt . 

[0009] i^'ti^i^Bjoxji.-f- -f yi^y-^ms. 
a. mam'i^^mzX'yx^-thmiimcc^mtif] 

[0010] ttz:^^m<r>i^^-r- -f AJIS 

[0011] ifc^jsJIBflcov'^-r ^ yy-y-js.mm. 
[0012] tfz^^m<^i^a.-r->i y^y-J^mm: 

[0013] tfz^^m<^mMiimii. mi^mmcom 

[0014] tt:^^<r>mnijmii. wmmcomj 

[0015] ^fc*«Bjc7)«SL*a<4. mMmm<DW:m 
co^tL^ttc^if^Wim&imnmz^t hzt t -t, 

[0016] tfz^%m<r>m»yjmii. mimm<omm 

[0017] tfz^mmmniim^i. mw<^ru~^ 

mm<^mmm^-ri ztizj:'o. mmru-^^z^?. 



[00 18] 

mmmii . riy-^i}^y-j^mmi,zmiik^ti.fzmmz 
\flii,irxm&iino>'a.-'r^y^y-j*mm.t>zi5\,^x. 

mm^zmt^-yxnm^noWii^^b . mmi^^iimif 
Lxnhti?>yu—^izxtm}tf^. «tfiBS«is«#s 

<D^tiWzMLXi^'PLX\'^^*^:^^in^-th^f^ 

±T-«^ r)h'^rzm-^uimmmif^<^ i mcr>nmzx 

bi^mb-th. 

[0019] tfz^mtmmit. H>iie#«wcotj^4'x 

&^mi. m&y°]y~^<7)mmzx6^^iim.tK mm 

[0020] tfz^mtmmma. B?iBSWis«#a 
i:^^. mMy-j^mm±x-w.mcommm^j:K)hob 

comS-m^irn^Z b iW^b-ti> « 

[0021] tfz^mcommi. mi^'pm^^'^<r> 

izmtxa*). md.mweom^t/^m.^'O'^'^ti^^ ^y 
yvmm^r'^o zbizx o^^^^i. hzb ^mwLb 

[0022] ^tz^^mmmii. mwmm'&^mz 
ii ^xWi.'&-tmtm^cr>mm(o^ix^ix<^miM^ 
mnmz^t hzb^^mb-ri>, 
[0023] t.tz:m.m(r>mmi±. mtmnfim.'&^mz 
i:'^xWi'^'thmm.m.<^mv^^tL^fi<nmi:^z. 
hzb^nWib-rt. 

[0024] t.fz^m<^mm3.t. m^cori^-^co^ 
timzMfi^^itx . msiy-M,mmi:mit. tfz 

m<r>mm^mmi-hzbiz^'o . mcyu-^tzxm 

[0025] ^mummmxii. ^w^^^atci^r 

mf^^^-yfzwsx'mwnhfih t , ^^-m^^mz 

i:r>xmrj:':>tz-^X(r>mfi<r>i1x^'it\,Z'0\^X-^<^Pm. 
tli'^htih. Lfzifi-yX . mW<r)WmifWj:*)^^fzi^ 

^T't zKhmwi'^mmznmzmm^'^^-^^h z 

b, •r^j:hii>W.^(Om6^i:m^l,z^lotk<Zbi^X'^ 
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[00261 tfz:^mm<ommi>zxtn£. ^m&mi>z^ 
[00 27] tt:^m(r>mmizj:tnf. ^mmzm^ 

SOi^^S:^T 3 ^ i: , V-J^cOi^mzX <0^iti 

[0028] tti^mmmmi^zxtiis. mmm^j:'o 
^ fc # izmw^'p Lfzm^iziimm»^mzx 
■yxi^^iii^t(i>titxoiz^^xi3'o. nmcomt 

^i,zmtfz'i%j^M^m.^t^;:t:b^x'^^. t*^i, * 
^m^zxmi\ »!S.iMi'i%^tzMzii. mmti^emcr,^ 

[0029] t.tzimmr>^mi<z^h.\t, ^'m^<r>^m 

m.L\iz«^£ht:}h. zfih^mm^zm-h^<:Lt\m 

[0030] tfz^mm.<r»mmt<zxmi. ^ss^cosa 
ti:mmmm.cr)± % t£m'^<r)mh^zmi i> ct 3 i. 

[003 1] tfz:i^mm<mmhzi.tai. wiLcnrv- 
^(iznmLxmmmis.iiiv^^'^m'&mjhuxii . 

^m'^^^hz.tifx'^h. Lrzi3^r,x, #r^-^« 
mcr>r\^-^(rfi%M.wm^^mzxfixmi^noz. 

mtMmLy-u^imta-th z b *>'-c-# ^ ^ *-<c> . y 

[ 0 0 3 2 ] <>:tc. 2ls:fSHBOii?ja=3:^fefi^5:0Bptc«-:^ 

tmmizmm-t^. 



[00331 01 tcli, s^llH^cOi^jL— r -f vyy-h. 

^>yy-j-.^m.\t. 04 (A) (c^-tcfco — :><r>y~ 

AjSa 5 2a JZol^^giJ #:Ji-SiJx 'J T 2 0 0 - 

1 , 2 0 0-2 jL-f - -f y^my-J^ 
mmim.^^-t^:ib\,zx^. 2Ac7)ri/-^«<sv>(~^ 

ixTv^s. u;t3!)«oT. ^ru—^\m^T\y-'^<^y 

[00 34 ] SIS6^Jt;fcV>T, fJiei/J.-X'f y^^'y- 

ASMti, 'r]y-^x:hUb \^xmmti>2m(r>mi 0 
-1, 1 0-2 Ifrie^Ml 0- 1 . 10-2c7)MJt 
*I*]2:«iaj-rS2ffiI(^-b>'-9-14-l. 14-2t,^-' 

- A?ii^a5 2 0 1 , ^wmmu 5 o t , a^ffifsffiiigp 

7 0 1 , ^^^55 2 t , jai*#^^g|56 0 b , Xf-;<^ 
6 2i:S-S-A-r««Six«.. 

[0035] m2t,Z\,t^ HffeCTcOv'j.-T^'f yj/y-A 

yi^y-j^mm<7if^'^=Jy'/i 0 orttcti. ^l»5 2 

1 0 2 2:a lrX:Lcr>Wmm 5 2a .1 b A^t'^ 

[00361 m^m 102 ^fe«5^-c*^Bffi5 2 

atRMtit;:, 2fflOM10-l. 1 o-2*«ig{t^>ix 
-eix-fix^TjMi 0-1 , 1 o-2$:*T:firi6i. 
*lS:S-i6itc|5iK§-ii:-& t {ci OB® 5 2 a.±</MM<r) 

iiLm.i,zmm^^h-^i>zbti^x'^&. ^ti. ^ti^'tLco 

Ml 0-1, 1 0-2(cS{t<?>iX/i§l#^l 2-1 . 1 
2 - 2 ^ t tc J: 0 . lS«W^m5rliSfr S ^ b 

t^X'^i,. tt:. iil^>2o<7)^tl 0- 1 . 10-2C0 

y-j^^m<:om$i&im^-t&tzifb(7)i,(r>x'h*) . mt 

yyy-J:^<r>m^^^-t?>fzib<r)i><DX'hi>. 
[0037] $ i^iz, j\^'jvy 1 0 o(mmm.z\i.-3 

■i y&XP 1 0 4*^'^tt^)iXT*3 Ov^-TiXj&^tTJTk— \' 
J: -^TBr^Hcon^ ^-^sfftA^ixS i: y-M.ifimm 

9 0.92 *<ffT$^t/S b # (C|l^(cv;U^r U-ir® 

[00381 a 1 \,z5r'f-y-j^m%^2 ot*. n 

Wig^tP 2 2b. ^Wtfe+x ris^ss 2 6 1 , 1 
0 - 1 . 10-2 ^znm Ltz2 fi^<7ymm{m.mnM 2 a 

-1. 28-2, #4'*'J^I»24-l . 24-2tJj:tX 
Wm\%^30-1. 3 0-2i:$:-^^T'«^§i^•&. 
[00391 Sfl<jlS^gP2 2{i, ^-IC^ffBS 
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x'jT2Go-i. 2 oo-2<oy-AB[a±icaj3a^ 

[0040] Il3(-Ji, 7-1/— Vi:#Se<lfc<??(Ei!6^^ 

OSWA. B, Cco-eixmJi. ^BHtcW^rX- 

[ 0 0 4 1 ] ^ 7t . Ilt£«<7)g6^ata5 2 2 (i. 
fiZS^gP 2 2 a & -^/JX-^^^tlh , C «^®5fe)l|Refg« 
gC2 2 ati, ll3(C^-rJ: 3HM^Hu:^r[6l<7)SW (7V 
-^tc jfiv ) 11 t'ffi5feWf4*^« < >5r ^ J: d icfSS L 

T' 2 o * 3 o^|f|5<^g|6*>*sS55r 0 o T S i d tc^ 

m^mzm^n^ix. mzm.^tm.m)^^ ^mmmm^^^ 
ix. -'mm\.zmMm>i>'ybi:>i&\^m^cifim^.^ti 

h:ibl,zt£^. 

[0042] SWtifeifJ^ 'J ri5S^ 2 6 {i. i^-AHffl 

ixm^-fh. mmmx'\i. 04 (b) ^z^-txo^z. # 

aS^A, B, C0^^4'XUrA' , B' , C SrfS^ 
■th. -#/jN$^rSWAt;ML-C{±. i^4'L^-r<=5r€. 
a:dtcee<JActO*#^:iSr4>x«JrA' Srfg^L. tfIS 

B' ^IS^t. -^%^j:Wmc(.znLX<.i. ^fz^i<z« 

V^S, ^ix(ci;'9, SOiO^WA. B. C*>'^^tca^ 
S>':/X\ 3-:>c0^4«xyTA' . B' , C 

y^'mmzXK) 3-:>cr>m]A. B. C?r|Hl^tCtT*>3Fi: 

[0043] */c, mmmi,zi5\,^x . mu-ty^i4- 

1. 14-2{±, VN'^i;'^:?'! 0 0±fclHli!lifttCffi>9 
n^m^^titzm 10-1. 1 0 - 2co±T:^|ti]i3 J:t/^ 

2 8-1, 28-2^mftiitf^tli,. 
[0 044] «»{agJg®:aJ28-l. 2 8-2t±. M 
^E^^M 10-1. 10-2 *»^>?l^#«f^<t^*«A:^3 
$tl.^t, 1 4- 1 , 14-2*-A>A^J 

[0045] f ^i5*>. 04 ( A ) IZTFi-tJa 3 . y-A 
BM5 2 a±oi:<7)fiSlc3¥5tL*-'«5¥Lfc*-^?mL, 
-?-<^?i©^«S:a^^JPgB5 0fcJ:t^^^JEE-ri.i&4'fJ^ 
gI524-l, 2 4-2^mftii1l-ti>, 

[0046] tf^4'W^a524-l , 24-2{C«, Rfl^ 
^■fXi;Tig^gP2 6*»^>#SWA. B. CcO^'t'xy 



TA' , B' . C *>A:'3§ix.S.tttt. Mm-f^m 

mmmmM^ 23-1. 28-2 *^<5>3i3iL<7)«3¥fis** 
x^^n^. ^Lx. zixt^cr,^fpmm^2 4-i, 2 
4-2i,i. Mm-t^mio-i. io-2ff)B\^^mi^ 

«ftc, =g-SW<^iSr4'XUrA' , B' , C |*It=«?|5fi[ 
[0047] 3|s:|IS6CT-C'{ifc*:3 -P<OSW*5^HB5 

2a.±i,zm^^ri^fzisb. Wimms 2 sii,z^t.ti^± 

Xcr>Wm<7i-^ti^'tii,z-o\^X^'Pi]^A^i)^m^^tL& , 

:5r*3, zzx'\'^omi^mm5 2a.{,ziftti?>:^x<^mm 

1, z , m*i7)ae<,(c-e gs$) s V m^^-^m^ -ox\>^x 
um^tt:ii:kmmtix\>^^mij^mi,^^ti^. 

[0048] ^t+S:a526-l . 26-2{i. y-A 

^■mz&tX. m-T'l.ru— C«J;cH# 

[0049] mmmmmm^7 o(i. y'-AHM±tcis 

e<J{c{4. iOlifilitf?8ie«SI57 0t4. imBmiS«SP7 

2, mmmmim4. mwmiSiim^ie. ^^^misi 

fe^fa57 8^-^^T■•«^$i^l.. H5ia#f:BfillBligC7 
1g$ix-C(.^S. ^WB®iB1ia57 4tc{i:. «ri£«-SW<0 

J\^mm^tiX\>^h, #4'B^ie«a57 8fc{4. 3¥*>' 

[0050] fS5^B«$iJfflIg|55 0J4. HfflB:5-*-ix«S:SIJ 

2 0*^^A:^3§ii-&#B'f<50^''-i.?1l»:ffi?filcgo'# . B 
«tffSieiiSP7 0*-^>#«B®x-^^l^^aiL, (5iJ;t 

ra4 (A) i,z^-rxd^j:ir'-j^mmcr>mmi'^^\ z 

ixS:«*^5 2±tC«^$-»i:S, 

[ 0 0 5 1 ] ^^c, m^mu5 ouifmnM^2 e 

[0052] mm^^^^e on. 2o<om 10-1, 
1 o-2<7)^mmmi,zjsitxm&<oim^. mtim 

2t^h^-^^h. 

[0053] 3|s:|IMM<7)i^i-x -f V'^^'y-A^Mtt:: 

[0 0 54] 04 (A) (CfJ. llIHC^t7t^gP5 2 
«0^Bffi5 2ac^— WS^SixTV*!). Cl^Tii, — 
LTS6<j<7)ia:*i r 3 J -c'fc 0 , 1 BiB5r#ru— \* 
mc*ifJS§-<tT 2^l'ILJt*i-g-*^'^$ix-Cv^^. 

[ 0 0 5 5 ] 114 ( A ) tC^-Ti 3 tc, lBS*»'2^J-8iJ 
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^tixn'o. --:f} coy u-^iztEH^^mm 2 oo-i 

mijcr>Tu-^^z^^mmm2 o o - 2A-'Mj£>#<t 
i>tix\'^^. ^^wmm2oo-i. 2oo-2ic{±, 

i2-2^3\\,^xzixi^comn']^mmi,z^ibtk<zbi,z 

rt^Tj^^SiMJ^ 200-1. 200-2 <^T-Jji,zim •? 

3¥AS( 7 1 0 1 m^conA 1 20 b AmTjk^tix v ^ , 
[ 0 0 5 6 ] n 5 y-^mi&mzm.M-t^ u^/i-b 
y-j*4'i,zm:^ti^Wffib<^mmi^-tmx'$>h. m 
miZTp-Ti: 0 iz. mM'^m^u^Mi4imh *). i" ^ 

[0057] Mt^mzii. r 1 J iOJ^tcii. 3 

-:><DmmtikXiz^ < . L*-t>^Se*l{iSv^xb- HT 
mt/miaiXii^. =&SW*5fflv^^^V^tt>0T-^< 30 

{i, 3-ocoS&<j{i;^T4'S^cO::^^$S:WL-C*5'?. ^ 
^izit^h b mmiz 3 oc7)Sa<i5:St>Sc < c: L < 
[0058] r u^)U3 J 3O(0SW<:0:^ 

^ $ tfi±'¥^Hzm.^^tix tj 0 . ^liwaaiv ^x h 

<. ^(^■i^3r)cr>t^mi:mmzm-hik<zb*mL<^ 
oTV^S. rK;U4 J 3-:><7)atf>j{i::^T 

< , Lii^h^mmm^ t- vx-mx/mux a 
<zb^nib^b'mml<z^':^x\,^^. fztzL. ^<r)%ti 

\^-§S^'tiX\m%^m^hixh^o^zt!:'>X\^h. 

[ 0 0 5 9 ] a6«. i?^mm<rmv^^\m:^-tmxh 

*) , 2 0 cr>m^{,zmB L^^Hij&^^SixT 

[0060] 2|s|g]itM<ov-A-x -f y^y-.iuiiacon 

»:g|52 0|*)<?5Se^iS«g|5 2 2{±U'<./b^^*^^$itt:V^ 

tt^i3>'kP\'&L (XT^-yreoo) . ^(try-A^ 

1 ) . 

[00 6 1 ] pij;t.{f, y-i.XrJ'-ht^feioTHStc 



)Vif'mSi^tlh b . X^-y7°6 0 OcOW^MSlCfcV^T 

-tsfw^'^^ix. X 7^ -yr 6 0 1 cofl©^aa^^^^f -r 
5. 

[0 06 2] tfz. ^'L— \' (|SI«^^2A^o4'^o^^■m 
^-hx^ •yi-9 2ti^WT$tii>b. XT- yyeoi<r> 

[0063] •y7'6 0 1 tCt3V^Tfl-^fiM*^'^§iX 

s b . mz^&m.^^2 2ii, mmizmm-r^ 3o<o« 

2) . -ttih-h. mmmMU22ii. m^^fifzu^)v 

3ifm{^ixtz%^\,z\.i, 114 (A) i,z^.hfci.oi.z^ 
ti^tK^^^m^. fp. :^-Cib*3o<7)^fl<|A, B, 

ctm^iiLW^zmm^ixt. 

[0 0 64] {XtC. Se^lS^g52 2«. diOi'^tCUT 
*J^*tWi6S$iXJt30C7)gWA, B, CCO^ix^tl 

5r#K;Nc;j£-tfv:Xb-HT:^i!)§1^i, ( XT-.yr6 

0 3 ) . ymmmx'ii^mmm^mmj^imx/ 

-r i^'^/i^ 3 fiT V ^1. j*^(c«± 3 oomw A . 
B, ccD^ti^'tLij^m^xiL'-viizm^^tixtiO , m 

[ 0 0 6 5 ] t /^c, .IiOS6t)i$^gP2 2 l.#^fl<>co 
^iSJilMiiMffUT. ^'-A?S»:g|52 0{i. MlO- 

1 . 1 o-2i>(om*^mt^titi*^*-^m&-t^ 

x-yT604) , Ml 0-1, 1 0-2l,Ztm^tlti3\ 
##12-1. 12-2 *<5IA^ix^v ^^-^icti, ;^tc(i 
^-fAji--yN-*^*>S:fiJS-r^ (Xx-yr6 0 5) . 
l^<7)5iA^I&l«-|.ii#^coftAfI 5 
*«§ii-Ci3 0, y'U-^iiZ(7)mW\f^^zWA^ 
5%ltL=5r(t^x{i'=5:^=5rv\ C^i<±. 4> tB*PB^^i$lJPIi:-r 
ffl d d t *-'T'# § d 1 •? . ^itiSte^c:Jti. ^ b iz^ 

[0066] Mm^^fHX'hhm-^izii. x^- yye o 
3 (^fl<)co^i!i) izm-^x^m^m'o'M^ti^. 

[006 7] tt:. -*<?)ru— VlCioTMl OlC^ 
(t^.<i^?l##l 2ti^mii-titb. ^tp'm&324ii. 
-y r 6 0 4 cofi]^ ( mti<mi ? iXJt *>S*^cO¥'JS ) 

tefcv^-c-ft-^fM$-ffv\ mz. ru— A'*>^>^-cftt 
Jfiv^^aa^^^)-g.ge<JAco^&'^^¥lJ^$:^T3 (xir-y7''6o 

6) . ^-=5:45^. tSr4'*'J^a52 4<i:. 5|g=# 1 2*<§l*» 
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[0068] a^COv-i-ir y^^y-AT'$>il{f , ft 

tlfzWAt^Ztihm^j:':>tzm^<^imcr>±X Sr^*>ft< 
[00 69] ttz^^-pX. 3\^m.^^<P'n^U2 4li. 

yi'-^i}^t^M.xmzjSi\,^{iLM.irzh&mmB<7)^'pn^ 

(Xxyr60 7) , ftf^tCTU— \r*-^^Tft 
tiS<t;*l>SWC<0^4'fJ^S:fi3 (Xx>yr6 0 
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(57) [Abstract] 

[Technical problem] Be easy to produce the difference of a score and ofFer the 
shooting game equipment which can constitute the game which was rich in change. 
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[Means for Solution] The game operation part 20 is with the target setting section 
22 which sets up two or more targets which overlap to timing predetermined in a 
display screen top. When a player operates the player input section 10 and a bullet 
is discharged; even if it is the case where a target laps by performing a hit judging of 
all targets, it is constituted including the hit judging section 24 which judges that two 
or more of these targets with whom it lapped were pierced simultaneously, and the 
results calculation section 30 which performs score calculation according to the 
target which hit the mark. Even if it is the case where a target laps on a screen, the 
hit judging is performed about all targets, and it can judge having pierced all the 
targets with whom it lapped by the bullet from one. 



[Translation done.] 
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1 . This document has been translated by computer.So the translation may not 
reflect the original precisely. 

2. :Ee:(c9Be9Se shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] Shooting game equipment which is characterized by providing the following 
and with which a player performs target practice towards the target displayed on the 
game screen. A target setting means to set up two or more targets which move in 
the inside of 3~dimensional space, and overlap occasionally. A hit judging means 
partial or for the part or all to have lapped with the target of the front besides 
[ which is displayed on the game screen ] a target, and to judge whether the mark is 
hit also to the back target by whom all are hidden. 

[Claim 2] It is shooting game equipment characterized by setting up a target so that 
the high target of priority may be located in screen this side when two or more 
targets overlap on the aforementioned game screen including a priority setting 
means by which the aforementioned target setting means sets up each 
aforementioned target's priority in a claim 1. 

[Claim 3] Shooting game equipment characterized by giving high results by 
performing target practice in a claim 1 or either of 2 to the timing which two or more 
aforementioned targets overlapped. 

[Claim 4] Shooting game equipment characterized by changing relatively each 
traverse speed of two or more aforementioned targets which set up by the 
aforementioned target setting means in either of the claims 1 -3. 
[Claim 5] Shooting game equipment characterized by changing each area of two or 
more aforementioned targets which set up by the aforementioned target setting 
means in either of the claims 1-4. 

[Claim 6] Shooting game equipment characterized by performing target practice by 
two or more players by making it correspond to each of two or more players, and 
dividing the aforementioned game screen in either of the claims 1-5, or preparing 
two or more aforementioned game screens, and displaying two or more 
aforementioned targets for every player. 

[Claim 7] It is the operation method of shooting game equipment that a player 
performs target practice towards the target displayed on the game screen. The 
operation method which two or more targets which move in the inside of 3- 
dimensional space, and overlap occasionally were set up, and the part or all has 
lapped with the target of the front besides [ which is displayed on the game screen ] 
a target, and is characterized by partial or judging whether the mark is hit also to the 
back target by whom all are hidden. 
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[Claim 8] The operation method characterized by setting up a target so that the high 
target of priority may be located in screen this side when each aforementioned 
target's priority is set up and two or more targets overiap on the aforementioned 
game screen in a claim 7. 

[Claim 9] The operation method characterized by giving high results by performing 
target practice in a claim 7 or either of 8 to the timing which two or more 
aforementioned targets overlapped. 

[Claim 10] The operation method characterized by changing relatively each traverse 
speed of two or more aforementioned targets in either of the claims 7-9. 
[Claim 11] The operation method characterized by changing each area of two or 
more aforementioned targets in either of the claims 7-10. 

[Claim 1 2] The operation method characterized by performing target practice by two 
or more players by making it correspond to each of two or more players, and dividing 
the aforementioned game screen in either of the claims 7-11, or preparing two or 
more aforementioned game screens, and displaying two or more aforementioned 
targets for every player. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the shooting 

game equipment which performs target practice for two or more targets. 

[0002] 

Background Art and Problem(s) to be Solved by the Invention] Conventionally it has 
the control unit which carried out the form of a rifle gun, and the shooting game 
equipment which aims at the target which projects on TV screen or a screen screen 
is known. The score corresponding to the target which guessed right is obtained by 
using the bullet which the target which is two or more kinds from which points differ 
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is prepared, and was prepared beforehand, shifting, and shooting such shooting game 
equipment with that target. And these targets have hitting ratio as low as what has 
usually high points, for example, a target's area is made small, or it is set up so that 
it may move quickly, and a high score is obtained for a more nearly upper person. 
Therefore, if such a shooting game is performed by two or more players, each player 
can enjoy a game, comparing a score mutually. 

[0003] By changing a target's area and speed which moves, the conventional 
shooting game equipment mentioned above changes hitting ratio, and gives change 
to the score assigned to each target according to this. Therefore, if it becomes the 
above upper person to some extent and hit probability becomes high. ****** of that 
it is hard coming to generate the difference of a score etc. and a game will become 
missing. 

[0004] Since only one target carried out shooting in one target practice especially, a 
variation is scarce and could not constitute easily the game which was rich in 
change. 

[0005] this invention is made in view of such a point, and the purpose is in offering 
the shooting game equipment which can constitute the game which was pleasantly 
rich in change. 
[0006] 

[Means for Solving the Problem] In the shooting game equipment with which, as for 
this invention, a player performs target practice towards the target displayed on the 
game screen A target setting means to set up two or more targets which move in 
the inside of 3-dimensional space, and overlap occasionally. The part or all has 
lapped with the target of the front besides [ which is displayed on the game screen ] 
a target, and it is characterized by partial or including a hit judging means to judge 
whether the mark is hit also to the back target by whom all are hidden. 
[0007] Moreover, the shooting game equipment of this invention is characterized by 
the aforementioned target setting means setting up a target so that the high target 
of priority may be located in screen this side when two or more targets overlap on 
the aforementioned game screen including a priority setting means to set up each 
aforementioned target's priority, 

[0008] Moreover, the shooting game equipment of this invention is characterized by 
giving high results by performing target practice to the timing which two or more 
aforementioned targets overlapped. 

[0009] Moreover, the shooting game equipment of this invention is characterized by 
changing relatively each traverse speed of two or more aforementioned targets 
which set up by the aforementioned target setting means. 

[0010] Moreover, the shooting game equipment of this invention is characterized by 
changing each area of two or more aforementioned targets which set up by the 
aforementioned target setting means. 

[0011] Moreover, the shooting game equipment of this invention is characterized by 
performing target practice by two or more players by making it correspond to each 
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of two or more players, and dividing the aforementioned game screen, or preparing 
two or more aforementioned game screens, and displaying two or more 
aforementioned targets for every player. 

[0012] Moreover, the shooting game equipment of this invention is the operation 
method of shooting game equipment that a player performs target practice towards 
the target displayed on the game screen. Two or more targets which move in the 
inside of 3-dimensional space, and overlap occasionally were set up, the part or all 
has lapped with the target of the front besides [ which is displayed on the game 
screen ] a target, and it is characterized by partial or judging whether the mark is hit 
also to the back target by whom all are hidden. 

[001 3] Moreover, the operation method of this invention is characterized by setting 
up a target so that the high target of priority may be located in screen this side, 
when each aforementioned target's priority is set up and two or more targets 
overlap on the aforementioned game screen. 

[0014] Moreover, the operation method of this invention is characterized by giving 
high results by performing target practice to the timing which two or more 
aforementioned targets overlapped. 

[0015] Moreover, the operation method of this invention is characterized by 
changing relatively each traverse speed of two or more aforementioned targets. 
[0016] Moreover, the operation method of this invention is characterized by 
changing each area of two or more aforementioned targets. 
[0017] Moreover, the operation method of this invention is characterized by 
performing target practice by two or more players by making it correspond to each 
of two or more players, and dividing the aforementioned game screen, or preparing 
two or more aforementioned game screens, and displaying two or more 
aforementioned targets for every player. 
[0018] 

[Embodiments of the Invention] In order to attain the aforementioned purpose, the 
gestalt of this operation In the shooting game equipment with which a player 
performs target practice towards the target displayed on the game screen A target 
setting means to perform an operation setup of two or more targets which move in 
the aforementioned game screen top and overlap occasionally, The target practice 
by the player performed by operating the control unit to which a player performs 
target practice toward the aforementioned game screen, and the aforementioned 
control unit A hit judging means to judge whether the mark is hit to each of two or 
more aforementioned targets which was set up on the aforementioned game screen 
by the aforementioned target setting means. When ****** and two or more 
aforementioned targets overlap on the aforementioned game screen, it is 
characterized by perfomning hit processing to two or more aforementioned targets 
by one operation of the aforementioned control unit. 

[0019] Moreover, the gestalt of this operation is characterized by judging the 
aforementioned hit judging means to be a hit, when the impact position by the target 
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practice of the aforementioned player is included in the aforementioned hit area 
including a hit area setting means to set up each aforementioned target's hit area. 
[0020] Moreover, the gestalt of this operation is characterized by the 
aforementioned target setting means performing an operation setup of a target so 
that the high target of priority may be located in screen this side when two or more 
targets overlap on the aforementioned game screen including a priority setting 
means to set up each aforementioned target's priority. 

[0021] Moreover, the judgment result of the aforementioned hit judging means is 
inputted, the gestalt of this operation is further equipped with a results calculation 
means to give high results, when two or more aforementioned targets which 
overlapped are hit. and it is characterized by giving high results by performing target 
practice to the timing which two or more aforementioned targets overlapped. 
[0022] Moreover, the gestalt of this operation is characterized by changing relatively 
each traverse speed of two or more aforementioned targets which set up by the 
aforementioned target setting means. 

[0023] Moreover, the gestalt of this operation is characterized by changing each 
area of two or more aforementioned targets which set up by the aforementioned 
target setting means. 

[0024] Moreover, the gestalt of this operation is characterized by performing target 
practice by two or more players by making it correspond to each of two or more 
players, and dividing the aforementioned game screen, or preparing two or more 
aforementioned game screens, and displaying two or more aforementioned targets 
for every player. 

[0025] With the gestalt of this operation, two or more targets which overlap to 
predetermined timing by the target setting means are set up, and the player is 
performing target practice to the target of these plurality by operating a control unit. 
And if target practice is performed after each targets have overlapped mutually, a 
hit judging will be performed about each of all targets which lapped by the hit judging 
means. Therefore, even when two or more targets overlap, it can pierce 
simultaneously making target practice hit the target of these plurality simultaneously, 
i.e., two or more targets. For this reason, since the case where two or more targets 
which overlapped are hit [ others / in the case of hitting each target independently 
by the target practice of a player ] simultaneously is added and the variation of a 
game and the difficulty of a game also increase, it can consider as the content of a 
game which was rich in change, and, moreover, it becomes possible to also make the 
difference of a score easy to produce if needed. 

[0026] moreover, according to the gestalt of this operation, hit area is set up for 
every target and the impact position by target practice is included in the 
aforementioned hit area — it is based on whether it is **** and a hit and the 
judgment of a blank are performed Thus, the hit judging of target practice can be 
performed good. 

[0027] Moreover, when according to the gestalt of this operation priority is assigned 
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to each target and two or more targets overlap on a game screen, an operation 
setup of a target is performed so that the high target of priority may be located in 
screen this side. Therefore, the production of a game and a setup of game difficulty 
can be performed and the method of a setup of the sequence that targets overlap 
enables it to give change according to the content of a game. 

[0028] Moreover, when according to the gestalt of this operation targets overlap and 
target practice hits the mark, high results are given by the results calculation means, 
and the score according to the difficulty of target practice etc. can be set up. And 
since it is necessary to perform a game according to this invention, taking into 
consideration the union ******** case else [ when a target is independent ] in 
order to acquire high results, change can be given to the content of a game and 
****** can be increased. 

[0029] Moreover, according to the form of this operation, the difficulty of a game 
can be further increased by changing each target's traverse speed. Since it is hard 
coming to expect the timing with which all move bodies lap when two or more move 
bodies with which speed differs generally exist, it becomes difficult to pierce these 
simultaneously and it can give change further to a game. 

[0030] Moreover, since the player which is going to pierce the target of these 
plurality simultaneously in order for a target with a small area to hide behind a target 
with a big area, when according to the form of this operation each target's area is 
changed and each targets overlap will need to expect the locus of the target which 
hid back, it can make a game difficult further and can give change to the contents of 
a game. 

[0031] moreover, according to the form of this operation, a target setup and a hit 
judging carry out corresponding to two or more players — having — **** — the 
target practice of the player of others [ player / each ] — a game can be advanced, 
looking at a situation Therefore, each player can perform target practice, taking the 
score state of other players etc. into consideration, and since it can also consider a 
mental element called the diplomacy between each player and can direct a game, it 
can increase the fun of a game. 

[0032] Next, the suitable example of this invention is explained in detail based on a 
drawing. 

[0033] The suitable example of the shooting game equipment of this invention is 
shown in drawing 1 . By dividing one game screen 52a into two, as shown in drawing 
4 (A), and displaying the game screen for shooting of each player on each division 
area 200-1,200-2, while two persons' player emulates each other mutually, the 
shooting game equipment of an example is constituted so that a game can be 
enjoyed. Therefore, while each player looks at the game advance situation of a 
partner player, a game will be performed, and it becomes possible to also include a 
mental element called the diplomacy with a partner in game production. 
[0034] In an example, the aforementioned shooting game equipment is constituted 
including two guns 10-1 which function as the player input section, 10-2, each 
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aforementioned gun 10-1, two sensors 14-1 which detect the aim direction of 10-2 
and 14-2, the game operation part 20, the display-control section 50, the image 
information storage section 70, a display 52, the sound effect generating section 60. 
and a loudspeaker 62. 

[0035] The appearance perspective diagram of the shooting game equipment of an 
example is shown in drawing 2 . In the housing 1 00 of the shooting game equipment 
of an example, display screen 52a of a display 52 is prepared, and each player can 
see display screen 52a of a through lever for a display window 102. 
[0036] Moreover, on both sides of the display window 102, 2 sets of guns 10-1 and 
10-2 are prepared in display screen 52a and the opposite side. Aim can be doubled 
with the arbitrary positions on screen 52a by making horizontal and a perpendicular 
direction rotate each gun 10-1 and 10-2. Moreover, an imagination bullet can be 
discharged by subtracting each gun 10-1, the trigger 12-1 prepared in 10-2, and 12- 
2. Moreover, these two guns 10-1 and near 10-2, the level-setting switch 90 and the 
start switch 92 are formed. The level-setting switch 90 is for setting up the difficulty 
of the contents of a game, for example, is chosen from a level 1 - level 4. The start 
switch 92 is for directing the start of a shooting game after level setting. 
[0037] Furthermore, if the coin slot 104 is formed in the front-face side of housing 
1 00 and the coin of a predetermined frame is thrown in by one of players, the start 
of a game will be attained. Then, when switches 90 and 92 are pushed by each 
player, a multi-player type shooting game is actually started. 
[0038] Moreover, the game operation part 20 shown in drawing 1 is constituted 
including the target setting section 22, the target hit area setting section 26, each 
gun 10-1 and 2 sets of impact position operation part 28-1 corresponding to 10-2, 
28-2, the hit judging section 24-1, 24-2 and the results calculation section 30-1, 
and 30-2. 

[0039] The target setting section 22 is made to correspond to the player of **, sets 
up two or more targets (for example, a maximum of three pieces), and is made to 
appear on the game screen of each division area 200-1 ,200-2. Each target which 
made it appear on a screen has various kinds of area and various kinds of move 
speed according to the level set up at the time of a game start. 
[0040] The imagination position of a player and each target is notionally shown in 
drawing 3 . As shown in this drawing, each of three targets A, B, and C moves in the 
relatively different direction along a X-Y flat-surface top parallel to the display 
screen. 

[0041] Moreover, the target operation part 22 of an example is constituted including 
priority setting section 22a. The target (target near a player) of the direction of 
screen this side has set up this priority setting section 22a so that priority may 
become high, as shown in drawing 3 . timing predetermined by this from a player — 
two — or it seems that all targets overlap three, and at this time, the high target A 
of priority will be displayed with the priority most to this side, next, the high target B 
of priority will be displayed, and the lowest target C of priority will be displayed on 
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the very back 

[0042] The target hit area setting section 26 sets up each targets' A, B. and C hit 
area displayed on a game screen, respectively. In the example, as shown in drawing 4 
(B), each targets' A, B, and C each hit area A', B\ and C are set up. To the smallest 
target A, bigger hit area A than Target A was set up so that it might become, it was 
easy to hit the mark, to the target B of a middle size, hit area B' of the same grade 
as this was set up, and to the big target C, in order to make it hard to hit, hit area C 
smaller than Target C is set up. Thereby, it becomes easy for three hit area A\ B', 
and C to also come to overlap nearly completely, and to shoot down three targets A, 
B, and C simultaneously by one shooting operation to the timing with which three 
targets A, B, and C lapped completely. 

[0043] Moreover, in the example, the aforementioned sensor 14-1 and 14-2 are 
formed on housing 100 as a sensor which detects the rotation angle of the gun 10-1 
installation fixation of the rotation of was enabled, the vertical direction of 10-2, and 
a longitudinal direction. And the detecting signal is outputted towards the 
corresponding impact position "operation part 28-1 and 28-2. 
[0044] The impact position operation part 28-1 and 28-2 will calculate XY 
coordinate of the impact position of a bullet based on a sensor 14-1 and the signal 
inputted from 14-2 then, if a trigger manipulate signal is inputted from the 
corresponding gun 10-1 and 10-2. 

[0045] That is, as shown in drawing 4 (A), it calculates which position on game 
screen 52a the bullet reached, and the result of an operation is turned and 
outputted to the display-control section 50 and the corresponding hit Judging 
section 24-1 . and 24-2. 

[0046] While each targets' A, B, and C hit area A, B', and C are inputted from the 
target hit area setting section 26, the impact position of a bullet is inputted into the 
hit judging section 24-1 and 24-2 from the corresponding impact position operation 
part 28-1 and 28-2. And these hit judging sections 24-1 and 24-2 calculate whether 
an impact position is included in each target's hit area A', B', and C at the time of 
the corresponding gun 10-1 and trigger operation of 10-2, and judge whether the 
bullet hit each target. 

[0047] In this example, since a maximum of three targets are displayed on display 
screen 52a, it is judged about each of all targets which is contained in display screen 
52a whether it is a hit. In addition, the part or all has lapped with the front target 
other than the target actually displayed on display screen 52a, and partial or the 
back target by whom all are hidden is also contained in all the targets contained in 
display screen 52a here. 

[0048] The results calculation section 26-1 and 26-2 calculate the results of a 
corresponding player, for example, a score, according to the kind and the number of 
targets with which the level and the bullet which were chosen at the time of a game 
start hit the mark. 

[0049] The image information storage section 70 has memorized the image data of 
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each symbol displayed on a game screen. Specifically, this image information storage 
section 70 is constituted including the background-image storage section 72, the 
target picture storage 74, the impact picture storage section 76, and the hit picture 
storage section 78. The various symbols which constitute the background of a game 
screen are memorized by the aforementioned background-image storage section 72. 
Each aforementioned target s symbol is memorized by thie target picture storage 
section 74. and it is in it. When a bullet separates from a target, the impact symbol 
displayed on a screen is memorized by the impact picture storage section 76. When 
a bullet hits a target, the symbol showing the target which bursts and flies is 
memorized by the hit picture storage section 78. 

[0050] The display image control section 50 calculates a game screen as read 
various image data from the image information storage section 70, for example, 
shown in drawing 4 (A) based on the game operation information on in each place 
that it is inputted from the aforementioned game operation part 20, and displays this 
on a display 52. 

[0051] Moreover, the calculation result (score of a corresponding player) by the 
results calculation section 26 is inputted into the display-control section 50, and the 
score picture displayed on the predetermined position of the display screen is 
calculated. 

[0052] The sound effect generating section 60 generates the explosion when 
lengthening a predetermined sound effect, for example, the trigger of a gun, 
according to two guns 10-1 and each operation situation of 10-2 etc., and outputs it 
from a loudspeaker 62.^ 

[0053] The shooting game equipment of this example has such composition, and 
explains the operation below. 

[0054] An example of display screen 52a of the display 52 shown in drawing 1 is 
shown in drawing 4 (A). Here, the number of targets is "3" as an example, and the 
case where made one screen correspond for every player, and it is diyided into two 
is shown. 

[0055] As shown in drawing 4 (A), 2 ****s of one screen are carried out, the left 
split screen 200-1 is matched with one player, and the right split screen 200-2 is 
matched with the player of another side. Three targets A. B, and C which do [ each 
player ] target practice are displayed on each division field 200-1 ,200-2, and each 
targets A, B, and C are moving in a relatively different speed and a relatively 
different direction. For example, each large minor target flew in the vertical direction 
of a screen separately, and has jumped on it, and a high score is obtained, when 
each [ these ] target laps temporarily, and a player subtracts a trigger 12-1 or 12-2 
and pierces these targets simultaneously. Moreover, it remains down each division 
field 200-1,200-2 in 1 screen, and 710 bullets and the present score 720 are 
displayed. 

[0056] Drawing 5 is drawing showing a relation with the target displayed into the 
level set up at the time of a game start, and a game. As shown in this drawing, there 
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is four kinds of level which can be set up, difficulty of a "level 1" is the lowest and 
"level 4" has the difficulty highest [ a level 1 ] on the contrary. 
[0057] Specifically, all of three targets are large, and in the case of the "level 1", 
moreover, each target has flown and jumped at a late speed, and since the time 
when it is not only easy to aim at each target, but three targets have lapped is also 
long, it is easy for it to pierce three targets simultaneously. While all of three targets 
have the size of a degree in the middle in the case of "level 2", and each target has 
flown and Jumped on it at an ordinary speed and comparing with the case of a level 1, 
it is difficult to pierce three targets. 

[0058] In the case of "level 3", three targets' size is set as large minor, and each 
target has flown and jumped at a quick speed. Therefore, it is hard to aim at a small 
target, and it is difficult to pierce the target of the three part simultaneously. Most 
things for which the time when all of three targets were small at in the case of 
"level 4", and it flew at speed with each target quick moreover at, and has bounded 
at, and it being not only hard to aim at each target but three targets have lapped is 
also extremely short, and three targets are pierced simultaneously are difficulty. 
However, a high score will be obtained if only the part hits the mark. 
[0059] Drawing 6 is drawing showing the operations sequence of this example, and 
the procedure which paid its attention to operation of the game operation part 20 is 
shown. Hereafter, operation of this example is explained, referring to drawing 6 . 
[0060] If the coin of a predetermined frame is thrown into the coin slot 104 of the 
shooting game equipment of this example and operation of 2 player games is 
attained, the target setting section 22 in the game operation part 20 will judge first 
whether it judged whether level setting would be made (Step 600), and the game 
start was continuously directed in it (Step 601). 

[0061] For example, the screen display to which one choice is urged out of four level 
shown in drawing 5 in advance of the game start is made. Affirmative judgment will 
be made in judgment processing of Step 600, and a player (either of two persons is 
sufficient) will shift to judgment processing of Step 601. if the numbei^of-times 
depression of the level-setting switch 90 of required is carried out according to this 
screen display and one of level is chosen by this operation. 

[0062] Moreover, if the start switch 92 which directs a game start is pushed by the 
player (either of two persons is sufficient similarly), affirmative judgment will be 
made by it in judgment processing of Step 601. 

[0063] If affirmative judgment is made in Step 601, next, the target setting section 
22 will set up three targets' A, B, and C initial state displayed on a screen (Step 602). 
That is, the target setting section 22 determines the generating position and the 
move direction of [ on each / these / target's screen ] while determining the size of 
three targets A, B. and C corresponding to one player according to the selected 
level. For example, when level 3 is chosen, the targets A, B, and C each of whose 
size is three which are smallness, inside, and size as shown in drawing 4 (A) are 
stationed in a predetermined position. 
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[0064] Next, the target setting section 22 moves each of three targets A, B, and C 
which are carried out in this way and by which the initial state was set up at the 
speed according to each level (Step 603). In addition, in this example, each target is 
moving in the inside of the display screen, as it has flown and bounded, and these 
speed that flies and bounds differs according to each level. For example, when set 
as the level 3 shown in drawing 5 , each of three targets A. B, and C is set as a 
quick speed, and quickly, it is moving in the inside of a screen so that it may fly and 
bound. 

[0065] Moreover, in parallel to move processing of each target by this target setting 
section 22, the game operation part 20 judges whether the cartridge was discharged 
from a gun 10-1 and 10-2 (Step 604). When a gun 10-1. the trigger 12-1 prepared in 
10-2. and 12-2 are not pulled, next, it judges whether it is time over (Step 605). For 
example, the maximum (for example, 5 seconds) of time to discharge the bullet from 
one is set up, and a player must discharge a bullet to within a time [ this ]. Since it 
will wait for the timing with which a target laps slowly, each target can be aimed at 
and a feeling of tension will be missing if [ this / time ] unrestricted, the time limit is 
prepared. 

[0066] When it is in the time limit, it returns to Step 603 (movement of a target), and 
processing is repeated. 

[0067] Moreover, if the trigger 12 prepared in the gun 10 by one player is pulled, the 
hit judging section 24 will perform affirmative judgment in the judgment Gudgment of 
whether the gun was fired) of Step 604, next will perform a hit judging of the target 
A which sees from a player and is in the nearest position (Step 606). That is, the hit 
judging section 24 performs the hit distinction based on whether an impact position 
is included in Target s A hit area, when a trigger 1 2 is pulled. 

[0068] If it is the usual shooting game, when having hit the target with the highest (it 
is in a player side most on a ballistic trajectory) priority Although a hit judgment is 
not made about the target located in the backside from it, in this example When two 
or more targets have lapped, while the bullet discharged from the gun 10 pierces all 
the targets of these ******** plurality and increasing the difficulty of a game, it can 
consider as the contents of a game which were rich in change. 
[0069] Therefore, succeedingly, the hit judging section 24 performs a hit judging of 
the target B which sees from a player and is in the position near a degree (Step 
607), and performs a hit judging of the target C which finally sees from a player and 
exists in the distance most (Step 608). 

[0070] then — or the setup time — passing — a time — when it becomes 
exaggerated, next, the results calculation section 30-1 and 30-2 perform score 
calculation of each player according to the degree of a hit of each target (Step 609) 
(when affirmative judgment is carried out at Step 605) When it specifically becomes 
time over, without hitting which target, a score is made into zero point, and when at 
least one target is hit, the mark which hit the mark and which were assigned for 
every target are totaled, and it considers as a score. 
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[0071] And the score calculated separately the whole player is displayed on a part 
of display screen (Step 610). and the amount of one round of the shooting game of 
this example ends it. For example, if each player has and a ball is set to "3". 3 round 

series of shooting games mentioned above will be carried out. 
[0072] Thus, in the shooting game equipment of this example, it is made to 
correspond to each player, and when two or more targets are set up and each 
[ these ] target laps in a screen, all the targets with whom it lapped when a player 
subtracted the trigger 1 2 of a gun 1 0 can be pierced. Therefore, if a target is not 
made to hit certainly while expecting the timing with which each target laps, a high 
score is not obtained, but each player can be made into the contents of a game 
which were rich in change compared with the conventional game which earns a 
score by making a target only hit. or [ moreover, / waiting for the timing with which 
it does not tell that what is necessary is just to make the high target of a score only 
hit, but all or two targets lap ] — diplomacy whether to aim at only an independent- 
target is needed, and the difficulty and ****** of a game also become increase 
Furthermore, in this example, even when not hitting a target at all, all the targets lap 
from from and the mark is hit, even if the variation of the result is abundant and it is 
the case where two players of a metaphor upper person perform a game, it is easy 
to produce a score difference, and even an upper person can enjoy himself from a 
beginner. 

[0073] Moreover, two persons' player fights for every round, and you may make it 
determine the victory and defeat of a game with the number of victories of three 
rounds. 

[0074] In addition, this invention is not limited to the above-mentioned example, and 
deformation implementation various by within the limits of the summary of this 
invention is possible for it. 

[0075] For example, although one screen was made to correspond to each player 
and was divided into two in the example mentioned above, a display is prepared for 
every player and you may make it make one screen correspond to each player. 
[0076] Moreover, in the example mentioned above, this invention explained to each 
targets A, B, and C by priority setting section 22a taking the case of the case where 
priority is given fixed may form the priority not only to this but each [ these ] 
targets A, B, and C so that it may change suitably. By carrying out such, the turn 
that each targets A. B, and C overlap will differ at random each time, and should be 
rich in change in the contents of a part game. 

[0077] Moreover, although three targets corresponding to each player were 
separately prepared for the viewing area for every player, you may make it set two 
or more targets common to two persons' player as a common screen in the example 
mentioned above. In this case, since a target will be hit by the partner player if it is 
waiting for the timing with which a target laps completely, he has to discharge a 
bullet before it and the diplomacy with a partner player becomes important. 
Therefore, a game should be won only by raising the technology of shooting, but it 
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should be rich in change in the contents of a part game. 

[0078] Moreover, although each target was simultaneously pierced in the example 
mentioned above when three targets overlapped, the obstruction which has a 
predetermined crevice is prepared instead of the target near a player, and you may 
make it pierce the target which lapped behind the obstruction through this crevice, 
for example to it. 

[0079] Drawing 7 is drawing showing an example of the display screen of the 
shooting game which establishes a crevice in a front obstruction and aimed at other 
targets through this. The obstruction A with which the physical relationship of three 
targets A, B, and C which show the virtual physical relationship of the obstruction A 
shown in this drawing and two targets B and C to drawing 3 is applied as it is, and 
has a crevice in a part for a center section is arranged in the position near a player. 
And a high score is obtained when a player pierces simultaneously the target B seen 
from the crevice between this obstruction A, and this target's B target C stationed 
further back. That what is necessary is just to transpose Step 606 in the operations 
sequence shown in drawing 6 from "a hit judging of Target A" to "a crevice passage 
judging of Obstruction A" in considering as such contents of a game Moreover, when 
score calculation is performed in Step 609, it passes through the crevice between 
Obstructions A and other targets B and C are hit, a high score (for example, score 
of the double precision of the score when hitting others and Targets B and 0, 
without passing through the crevice between Obstructions A) should just be 
obtained. 

[0080] Moreover, although the example mentioned above explained taking the case 
of the case where two persons' player performs a shooting game, you may be [ while 
the player of one person or three persons or more looks at a common screen 
simultaneously, or ] made to perform a shooting game, looking at the separate 
display screen corresponding to each player. 

[0081] Moreover, although a target's mark pierced when each player shot the bullet 
from one were totaled and score calculation was performed in the example 
mentioned above, you may make it add a bonus point by piercing, after at least two 
targets have lapped. That is, since a high score which is not obtained only by aiming 
at each target by adding the mark for every target and adding a bonus point to this 
further is obtained, when a round progresses, it can consider as the contents of a 
game in which the inversion from one is possible, and ****** of a game can be 
increased. 

[0082] Moreover, you may set the number of bullets which can discharge each 
player as one round possible [ two or more shot discharge ], without limiting to from 
1 . It is also possible to carry out a mark setup so that a high score may be obtained, 
and the direction of the player which waited for a target to lap and pierced this 
target rather than the shot player even if it was such a case prepares various kinds 
of score patterns, and can also give change to a game. 

[0083] Moreover, although the move speed of the target for every level was similarly 
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set up about all targets in the example mentioned above as shown in drawing 5 , you 
may make it set up move speed which is different for every target about each level. 
Since it is in the inclination which the timing with which all targets lap stops being 
able to expect easily when two or more targets from whom move speed differs 
generally exist, it almost becomes difficulty to pierce each [ these ] target 
simultaneously, and ****** of a game can be increased further. 
[0084] Moreover, although each gun 10-1 and the thing which fixes 10-2 to housing 
100 were ******(ed) with the example in the aforementioned example, each 
[ these ] gun 10-1 and 10-2 can also be formed so that a player may have freely 
and can double aim with a target. In this case, as the aforementioned sensor 14-1 
and 14-2, the photo detector is prepared a gun 10-1 and near the barrel nose of 
cam of 1 0-2, and when a trigger 1 2-1 and 1 2-2 are operated, the flash plate of the 
display 52 is carried out for a moment. In order that the photo detector as a sensor 
14 may detect the light from the direction which the muzzle turned to by doing in 
this way, based on the detection timing of a photo sensor, the raster scan position 
of a flash plate screen is pinpointed, and it becomes possible from this raster scan 
position to detect an impact position. 

[0085] Since it can pierce simultaneously making target practice hit the target of 
these plurality simultaneously, i.e., two or more targets, according to this invention 
even when two or more targets overlap, as explained above. Since the case where 
two or more targets which overlapped [ others / in the case of hitting each 
independent target ] are hit simultaneously is added and the difficulty of a variation 
or a game also increases, it is effective in the ability to obtain the shooting game 
equipment of the interesting content of a game which was rich in change. 
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[Brief Description of the Drawings] 

[Drawing 1] It is drawing showing the composition of the shooting game equipment of 
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one example. 

[Drawing 2] It is the perspective diagram showing the appearance of the shooting 
game equipment of this example containing the player input section. 
[Drawing 3] It is drawing explaining the virtual physical relationship of a player and 
each target, and each target's priority. 

[Drawing 4] Drawing 4 (A) is drawing showing an example of the display screen of 
the display shown in drawing 1 , and drawing 4 (B) is explanatory drawing of each 
target's hit area. 

[Drawing 5] It is drawing showing a relation with the target displayed into the level 
set up at the time of a game start, and a game. 

[Drawing 6] It is the prow chart view showing the operations sequence of this 
example. 

[Drawing 7] It is drawing showing an example of the display screen of the shooting 
game which establishes a crevice in some obstructions and aimed at other targets 
through this. 

[Description of Notations] 

10-1, 10-2 Gun as the player input section 

20 Game Operation Part 

22 Target Setting Section 

22a Priority setting section 

24 Hit Judging Section 

26 Hit Area Setting Section 

28 Impact Position Operation Part 

50 Display-Control Section 

52 Display 
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